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Dear  Editor, 

The  phenomenon  of  suicide  has  never  had  such  a  great 
repercussion  since  World  War  II.  Recently,  a  virtual  game 
called  the  ‘Blue  Whale’  has  been  a  subject  of  discussion  in 
social  networks  and  investigation  by  the  police.  The  game 
proposes  50  challenges  ranging  from  self-mutilation  to 
suicide.  Due  to  the  fact  that  the  majority  of  adolescents 
spend  a  lot  of  time  in  social  networks,  it  is  considered  a 
population  more  susceptible,  whether  related  to  social 
characteristics  or  to  a  process  of  formation  of  the  psycho¬ 
logical  profile  (Clicrbs,  2017;  Terra,  2017a). 

It  appears  that  the  game  began  in  Russia  in  2015,  when 
a  15-year-old  committed  suicide  by  firing  himself  from  the 
top  of  a  building.  Another  case  was  recorded  when  a 
14-year-old  girl  shot  herself  in  front  of  a  train.  About  130 
suicides  were  indicated  as  influenced  by  the  game. 
Countries  such  as  England,  France  and  Romania  are  on 
alert  for  cases  (Terra,  2017a). 

Information  was  searched  in  widely  circulated  newspa¬ 
pers  such  as  iheartintelligence,  smash,  G1  from  Globo, 
clicrbs,  indylOO,  Terra,  UOL  and  Folha  de  Sao  Paulo 
using  the  keywords  ‘Baleia  AzuT  and  ‘suicidio’  and  ‘Blue 
Whale’  and  ‘suicide’  for  international  newspapers  with 
subsequent  concatenation  of  ideas  and  an  estimative  anal¬ 
ysis  of  the  facts. 

The  game  works  through  instructions  given  by  a  mentor 
who  induces  children  and  adolescents  to  perfonn  50  tasks 
and  the  last  one  is  to  take  their  own  life.  The  game  starts 
with  self-mutilations  to  write  acronyms  like  ‘F57’  or  draw 
a  whale  in  the  arm  with  a  razor.  Whenever  a  curator  or 
teacher  requests  this  type  of  assignment,  the  participant  is 
requested  to  send  photos  to  prove  the  accomplishment  of 
the  task  (Iheartintelligence,  2017;  Smash,  2017). 

Afterwards  the  victim  is  asked  to  make  dangerous  chal¬ 
lenges  such  as  climbing  on  the  roof,  cutting  the  lip,  among 
others.  The  victim  is  also  asked  to  watch  horror  movies 
and  listen  to  psychedelic  songs,  all  indicated  by  the  men¬ 
tor.  The  person  is  then  instructed  to  wake  up  at  4:20  in  the 
morning  and  successively  perform  the  tasks,  such  as  hang¬ 
ing  on  the  roof  (G1  Globo,  2017;  Smash,  2017). 

Participants  are  asked  to  write  ‘#i_am_whale’  on  the 
status  of  a  social  network  initially  called  ‘Vkontakte’, 


where  the  game  supposedly  started  in  2015  and  currently 
is  on  the  social  network  Facebook.  Other  tasks,  according 
to  the  data  available,  vary  according  to  the  profile  of  each 
victim.  The  challenge  of  number  50  is  to  take  one’s  life  on 
a  day  determined  by  the  mentor  (Epocanegocios,  2017; 
IndylOO,  2017).  In  the  region  of  Vila  Rica  in  Mato  Grosso, 
Brazil,  a  16-year-old  girl  committed  suicide  after  drown¬ 
ing  in  a  pond.  A  13-year-old  boy  was  hanged  on  the  south 
coast  of  the  state  capital,  and  this  suicide  case  was  also 
linked  to  the  game  (Epocanegocios,  2017). 

There  are  also  cases  in  Minas  Gerais,  Brazil,  being 
investigated  and,  at  least,  four  attempts  in  Rio  de  Janeiro. 
One  fact  that  also  raised  the  discussion  around  suicide  was 
the  popularization  of  the  series  13  Reasons  Why,  which 
lists  13  reasons  that  made  a  teenager  commit  suicide.  Due 
to  the  media’s  great  repercussions  on  the  fact,  the  mentors 
began  to  induce  a  suicide  before  the  50th  mission. 
However,  the  killings  keep  happening.  The  deaths  of 
15-year-old  Yulia  Konstantinova  and  16-year-old  Veronika 
Volkova  are  being  investigated  by  state  investigators  in 
Krasnoyarsk,  a  city  east  of  Moscow  (IndylOO,  2017). 

Considering  that  5.8%  of  the  Brazilian  population  suf¬ 
fers  from  depression  (Terra,  2017b),  a  strong  risk  factor  for 
suicide,  a  phenomenon  such  as  the  ‘Blue  Whale’  game  is  a 
major  predisposing  factor  for  the  increase  in  suicide  rates. 
In  this  perspective,  some  reflections  and  hypotheses  can  be 
formulated. 

In  Brazil,  two  cases  are  practically  confirmed  as  related 
to  the  ‘Blue  Whale’  game.  If  only  one  mentor  persuades  a 
child  each  day  to  participate  in  the  game,  in  one  month  we 
will  have  approximately  30  victims.  If  each  of  these  peo¬ 
ple  convinced  two  people  to  participate  in  the  game  and 
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these  two  people  each  convinced  only  two  more,  during  50 
days  of  game,  it  would  be  210  victims,  which  would  reach 
more  than  2,500  victims  in  one  year.  If  only  5%  finish  the 
game,  there  would  be  more  than  120  deaths  in  just  one 
year. 

Although  not  confirmed,  in  Russia  there  were  130 
deaths  possibly  related  to  the  game,  which  considering  the 
population  of  Russia  of  more  than  146  million  people,  this 
number  represents  more  than  8  deaths  for  every  10  million 
inhabitants,  which  for  a  social  network  game  is  quite  sig¬ 
nificant.  In  a  country  like  Brazil,  with  more  than  200  mil¬ 
lion  people,  this  would  generate  a  total  of  180  similar 
cases,  not  to  mention  the  large  information  and  curiosity 
around  this  game  in  the  current  scenario,  which  would 
increase  the  number  of  cases  over  0.01%  in  a  year. 

In  a  country  such  as  Brazil,  with  the  population  of  about 
60  million  young  people,  if  we  keep  the  same  proportions 
of  deaths  registered  until  this  moment,  a  total  of  more  than 
53  suicides  only  among  children  and  adolescents  can  be 
registered  in  a  period  of  1  year  due  to  the  ‘Blue  Whale’. 

Considering  the  period  of  2  years,  an  incidence  of  0.08 
for  every  100  million  inhabitants  in  a  country  with  about 
200  million  people  and  a  prevalence  of  the  game  of  0.01, 
the  suicide  rate  that  would  be  avoided  with  prevention 
measures  would  be  approximately  1,599  people.  Using  the 
same  data,  it  would  prevent  479  deaths  among  children 
and  adolescents.  These  analyses  already  consider  a  possi¬ 
ble  incidental  explosion  of  the  phenomenon  of  suicide 
associated  with  the  game. 

The  ‘Blue  Whale’  game  is  being  a  risk  and  vulnerability 
factor,  mainly  among  children  and  young  people,  who 
already  have  other  associated  risk  factors  and  a  wide  con¬ 
nection  in  social  networks.  A  preventive  and  proactive  per¬ 
spective  of  the  game  and  monitoring  young  people  by  the 
school  and  their  parents  are  essential  factors  for  a  decrease 
in  these  indices. 
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